CARTRIDGE INSTRUCTIONS 



Plays like the LOOPING™ arcade game! 
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GAME DESCRIPTION 



Strap on your goggles, rev up ihm engines and taks off’ Your 
LOOPING'" plane soars over a world unlike any you've ever 
imagined. Fire bullets into a rocket stalion to open the gate 
Beware of launched balloons! Test your flying accuracy and 
sense of dire chon by steering your plane through a rna^e ol 
pipes. You survived? Stranger perils await. There are rooms 
lull of green drops, twinkle monsters and bouncing balls. Can 
you outsmart them all and reach The End? 
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GETTING READY TO PLAY 
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OFT/ON 
SWITCH 


ANTENNA 


SWITCH 
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GAME 

CABLE 


POWER 
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CHANNEL 
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GAME 


CARTRIDGE 


PLAYER 2 
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PLAYER 1 
CONTROLLER 


COLECOVtSION'" 

CONSOLE 


M a ko su re th e CO L ECO VI S I ON TW c onsol e i s con rise led to a 
TV and the power supply is plugged into your consol's. 
Then plug power supply inio a 110/120 voli AC outlet. 

1 TV should be on and lured to the same channel as the 
Channel Select Switch on the console. 

To ptay one-player LOOPING m , use the con ho Her plugged 
into Port 1 (the rear jack). To play two-player LOOPING™ 
use both controllers. 

* ALWAYS MAKE SURE COLEGOVI5tON ,l? UNIT IS OFF 
BEFORE REMOVING OR INSERTING A CARTRIDGE. Turn 
Oft/On Switch to On afler cartridge is Inserted. 
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USING YOUR CONTROLLERS 


N For a one -p layer game, lj se l h e c orntro I ler p Iuggod | nlo 

Port 1. For a two-prayer game, Player 1 uses the controller 
plugqed Into Port 1, Player 2 uses the controller plugged inio 
Port 2 



1. Keypad: Keypad Buttons 1-8 allow you to select the Game 
Option you want to play, Pressing Rafter a game allows you 
to replay the same Game Option ; pressing # after a game 
allows you to return to the Game Option screen. 

2 , Control Stick: The control slick acts tike an airplane con 
trol stick. Pull back on the stick and the nose of your plane 
goes up. Push forward on the stick and the nose -goes 
down. 
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3, Side Bullous: 

Night 

Your plane tires bulled from Us nose when this button is 
pressed. 

Left 

Your plane accelerates from low to high speed when! his 
button is pressed. But be careful. When you accelerate, 
your loops gel bigger! 


HERE 5 3 HOW TO RlAY 


Itjl I ; II you are playing a two-player game, players take 
turns Player 1 begins, and each turn lasls unlil the player's 
plane Is eliminated. 

Choose your challenge. 

Press the He set Button. The Title screen appears on your TV 
Wait for (he GameOplion screen to appear, ft contains a list of 
game options, numbered i-S- 

Sklll 1 Is the easiest level, suitable for beginners, 

Skill 2 action is laster than Skill 1. but not asdemanding as 
the arcade game. 

Skill 3 plays much like the arcade game. 

Skill 4 is more cha I longing than the arcade Version! 

Select a game option hy pressing the corresponding number 
button on either controller keypad. 

You're off! 

Your engine's buzzing, your plane taxis down the runway. Pull 
back on the control stick to rise off the ground. Want to make 
a loop? Hold the stick back. It your plane touches the top of 
the sky, it ''bounces" straight back down. Gel the feel of your 
plane before you get down to business. 
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Popping balloons, 

Moving pretty well? Now the fun raatly begins Bairpgns rise 
□ff the ground 1o intercept you. If a balloon collides with your 
plane, you're eliminated Arm carefully and pop the bairoons 
with bullets! There are two types of balloons with different 
point values. 



Open the gate. 


See (he rocket to the left of the runway?5hool it to open the 
gate in Skills 1.2 and 3. tn Skill 4 you must shoot this rocket 
and one more hiding beneath a yellow support. A message 
appears beneath the Flight Indicator Gate Open. Fly ngbl. 
pilot! 
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Into the maze. 


Entfir the maze through the open gale and your engine sings 
sweet music- The slightest touch of the control stick changes 
your plane's direction. Hula* uod fly belween the pipes as 
long as you can. The longer your plane survives and the foster 
you go, the more points you get! 



Green drops! 

Slip into the nej<l L0QPiiUG" J room. Wow the music stops. In 
Skill A. n green drop forms at the mouth of |he left spigol. 
Don't let ii hit you! Shoot the drops as they fall and keep 
flying through 
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Twinkle, twinkle, little monster. 


A twinkling monster has taker control of the next room, Watch 
out'! This funny fellow is deadly to the touch. Shoot it and 
keep flying, 



Watch out for the bouncing ball 

You're so close, you can see The End, But you're not there 
yeti B a I Is h ounce in the o u ter roo m a n d inn e r room wh ere The 
End waits. Avoid or shoot the halls. Can you dock the plane at 
The End? 


Second time around, 


Congratulations! Ytou've made it through. Now try a second 
Elight There are more rockets to hi! before I he maze gale 
opens, In all skills, green drops fail from (he lei l s pig of once 
you leave the pipe maze. And starling in Round 3, three 
twinkle monsters guard the middle room! Can you reach The 
End again? 
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Starting over. 

Press £ to replay the LOOPING"* Game Option that you have 
been playing Or press # to go back to the Game Option 
screen to select a different game. 

N01 . The Resel Button on the console "clears" the com¬ 
puter It can be used to starts new game at any time, and can 
also be used In. the even! of a game malfunction. 


Q 
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SCORING 


Player Eliminates 

Score 

Brick 

150 points 

Blue Balloon 

200 points 

Red Balloon 

500 points 

Rocket 

2000 points 

Green Drop 

500 points 

Twinkle Monster 

i □ 00 points 

Bouncing Ball 

500 points 


Flying Points 

The longer your plane survives the pipe maze, the more 
points you earn. Earn sjiil more points by pressing the accel¬ 
erator button white your plane flies between ihe pipes 

You get five flights re each skill level. Each lime you reach The 
End, you earn a bonus llight! 


THE FUN OF DISCOVERY 


This in sl ruction booklet will provide the basic in for mat ion you 
need to get slarted playing LOOPING'", but it is only the 
beginning! You will find thal this carlrldgo is full of special 
features that make LOOPING 1 * 1 exciling every time you play 
Experiment with diiierenl techniques — and enjoy the game! 
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90-DAY LIMITED WARRANTY 


Coleco warrants to the original - consumer purchaser in 
the United States of America that this video game cartridge 
will be free of defects in material or workmanship lor 90 days 
from (fie date of purchase under normal in-house use. 

Coleco’s sole and exclusive liability for defects in mate¬ 
ria I and workmanship shall be limited lo repair or replacement 
nt iis authorized Coleco Service Station. This warranty does 
notobligatE Coleco to bearlhe cost of transportation charges 
in connection with the repair or replacement of defective 
parts. 

This warranty is invalid if the damage or defect is caused 
by accident, act of God, consumer abuse, unauthorized 
alteration or repair vandalism, or misuse. 

Any Imp tied warranties arising out of the sale of the 
video game cartridges Including the implied warranties of 
merchantability and fitness for a particular purpose are lim¬ 
ited lo the above 90 day periods Coleco shall in no event be 
liable for Incidental, consequential, contingent or any other 
damages. 

This warranty gives you specific legal rights, and you may 
have other rights which vary Irom State to State. Some slates 
do not allow the exclusion or limitation! of incidental or con¬ 
sequential damages or limitations on how long an implied 
warranty lasts, so the above limitations or exclusions may not 
apply to you. 

SERVICE POLICY 

Please read your Video Game Owner s Manual Carefully 
before using the product. If your video game cartridge faffs lo 
operate properly, please refer (o Ihe trouble-shooting check¬ 
list in the Owner's Manual for your particular video system If 
you cannot correct the malfunction after consulting the trou¬ 
ble-shooting Checklist, please call Customer Service on 
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Coleto's toll-free service hotline; 1-800-842-1225 nation¬ 
wide. This service is In operation from 6:00 a.m, to 5:00 p.m. 
Eastern Standard Time. Monday through Friday. 

It Customer Service advises you to return your video 
game cartridge, pi ease return It postage prepaid and insured, 
with your name, address, proof oi the date of purchase, and a 
brief description of the problem to the Service Station you 
have been directed to return i( to by the tplf-free service 
information. If your cartridge is lound to be factory defective 
during the Hirst 90 days, it will be repaired or replaced at no 
cost to you. If the cartridge is found Id have been Consumer 
damaged or abused and (herefore not covered by the war¬ 
ranty, then you will be advised, in advance, of repair costs, 

if your cartridge requires service alter expiration of I he 
90 day Limited Warranty period, please call Goiaco’s toll- 
free service hotline for instructions on how to proceed: 
1-806-642-1 225 nalionwide 
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LOOPING™ Is a trademark of Venture Line, Inc, K m 2 Ven¬ 
ture Line, Inc, 

Package, Program and Audiovisual © 1983 Coleco Indus¬ 
tries, lnc„ Amalertfam, New York 12010 


Printed in U,S,A, 











